


AD&D® Game 2d EDITION QUESTIONNAIRE 


The AD&D® Game 2d Edition is rolling, 
but... WE NEED YOUR HELP! Our thanks 
to the many players who have have already 
sent in their suggestions, ideas, and thoughts 
on the future of the game, What we need most 
is concrete details about how you play the 
game. 

Make LOTS of photocopies of the answer 
form, so your friends can get in on the fun, too! 
Also, there are a few short rules to follow 
(harumph)... 

1. Use this form (or a photocopy of it). Our 
dragon eats handwritten or homemade ver- 
sions of this form. 


2. Please include your name and address (for 
our Scroll of Many Names). 


3, If your answer doesn’t exactly match the 
choices given with some questions, just pick 
the closest one (it’s like hand gre! 

cnough is good enough). 


4. Answer every question. If you have no opin- 
ion or the question does not apply, write in a 
“0” and take a pass. 


5, Be neat. If we can’t read it, we won’t (our 
fire elemental is a lot more efficient than our 


crystal ball). 
6. Give your honest opinions, If you like or 
don’t like something, we want to know. 


7. The space at the bottom of the form can be 
used for comments. This won’t affect your 
multiple choice answers (you can’t say “yes, 
but...”), We do read them all. And if you feel 
inspired, write. 

Abbreviations: APH = Advanced Players 
Handbook; DMG = Dungeon Masters Guide; 
MM © Monster Manual; MM Il = Monster 
Manual I]; FF = FIEND FOLIO® Tome; LL 
= Legends & Lore (formerly DEITIES & 
DEMIGODS™ Cyclopedia}; UA = Unearthed 
Arcana; DSG = Dungeoneer's Survival Guide; 
WSG = Wilderness Survival Guide. 


A. WHO GOES THERE? 
1, No question. 


2. What is your age: 1 = 8 or less; 2 = 9-12; 
3 = 13-16;4 = 17-2155 = 21-30; 6 = 31-40; 
7 = 41-50; 8 = over 50 


3. Sex: 1 = male; 2 = female 


4, Formal education (number of years): 1 = 
0-6;2 = 7-9;3 = 10-12;4 = 13-16;5 = over 
16 


5. How old were you when you started play- 

ing the AD&D® game? 1 = 8 or less; 2 = 9- 
12; 3 = 13-16; 4 = 17-21; 5 = 21-30;6 = 
31-40; 7 = 41-50; 8 = over 50 


6. How many years have you been playing 
role-playing games? 1 = less than | year; 2 = 
1-2 years; 3 = 3-4 years; 4 = 5-6 years; 5 = 6 
to 10 years; 6 = more than 10 years 


7. Are you an RPGA™ Network member? | 
= yes; 2 ™ no 

8. Do you belong to a local gaming club? 
1 =yes; 2 = no 

9. How many regular members does it have 
(play at least once per month)? 1 = up to 5; 2 
= 6-10; 3 = 11-20; 4 = 21-30; 5 = over 30 
For questions 10 through 21, please rate your 
reading preferences in each subject area, on a 
scale of 1 (never read) to 5 (enjoy immensely). 


10. Science fiction 

11, Fantasy fiction 

12. Pulp/action adventure 
13. Spy/thriller 


14. Mystery 

15. Historical adventure 

16. Historical/gothic romances 

17. Ancient/mediecval history 

18, Modern history 

19. Sociology/psychology/anthropology 

20, Physics/hard sciences 

21. Comic books/graphic novels 

22. What is your favorite genre of role playing: 
1 = heroic fantasy; 2 = science fiction; 3 = 


comic book superhero; 4 = spy/espionage; 5 
= horror; 6 = other (list below) 


YOU TELL US 


23. How did you find out about the AD&D* 
game? | = a friend had one; 2 = saw a maga- 
zine ad; 3 = read about in newspaper or maga- 
zine; 4 = saw in store; 5 = other 


24. How do you currently find out about new 
TSR® products? 0 = I don’t; | = through 
friends; 2 = see it in store; 3 = see ads in mag- 
azines; 4 = sec reviews in gaming magazines; 
5 = see previews in DRAGON® Magazine; 6 
= other 

25. Where do you most often buy AD&D® 
game product? 1 = local hobby shop; 2 = 
local book store; 3 = national chain bookstore; 
4 = toy store; 5 = mail order 


26. About how much do you spend a month on 
game products? 1 = 0-$5; 2 = $6-$10;3 = 
$11-$15; 4 = $16-$25; 5 = over $25 

27. How many AD&D® game products have 
you bought in the last year? 1 = none; 2 = 1- 
3;3 = 4-6;4 = 7-10;5 = more than 10 

28. How many months has it been since you 
last bought an AD&D® game product (not a 
magazine)? 1 = 1 month or less; 2 = 2 
months; ...5 = 5 or more months. 


29. If the answer to question #28 is 5, why? 1 
= I don’t like the subject matter; 2 = I can’t 


afford it; 3 = I haven't been playing lately 4 = 
I have switched to another game system; 5 = 
other. If the answer is 4 or 5, please list system 
or reason below. 


30. Describe AD&D® game product quality in 
the last two years: 1 = consistently superior; 2 
= generally improving; 3 = about the same; 4 
= generally declining; 5 = consistently poor; 
6 = haven't been playing that long 


31. How do you view TSR, Inc.: 1 = very 
favorably; 2 = basically favorably; 3 = nei- 
ther favorably nor unfavorably; 4 = basically 
unfavorably; 5 = very unfavorably 


32. The thing I like best about the AD&D® 
game is (answer “O” if there is nothing you like 
best): 1 = I get to create a unique character; 2 
= I get to make decisions that affect what hap- 
pens in the game; 3 = I get to beat up mon- 
sters; 4 = I like the challenge of mastering the 
rules; 5 = I like to socialize with my friends; 6 
= other (list below) 


33. My biggest criticism of the AD&D® game 
is (put a “0” if you have no complaints): 1 = it 
takes too much time; 2 = it costs too much 
money; 3 ™ the rules are too complex; 4 = I 
don’t have anyone to play with; 5 = other (list 
below) 


34. Do you use miniature figures? | = yes; 2 
= no 


35. If the answer to the previous question was 
yes, how many do you own? 1 = none, I bor- 
row any figures I need; 2 = 1-5;3 ™ 6-20;4 = 
21-50; 5 = 51-100; 6 = over 100 


36. Do you play large-scale battles with minia- 
tures? 1 = yes; 2 = no 


37. How much time do you expect to give the 
AD&D® game in the future? | = more; 2 = 
about the same; 3 = less 


38. How much money do you expect to spend 
on the AD&D® system in the future? 1 = 
more; 2 = about the same; 3 = less 


39. If you were starting a fantasy role playing 
group today, would you use the AD&D® sys- 
tem? ] = definitely yes; 2 = probably yes; 3 
= undecided; 4 ™ probably not; 5 = defin- 
itely not. 


40. If not, suggest why: 1 = AD&D® game 
rules are too complex; 2 = AD&D® game 
rules are poorly explained; 3 = AD&D® game 
rules are not realistic enough; 4 = I have mas- 
tered the AD&D® game system and am bored 
with it; 5 = other (list below) 

41. What system would you use? (list below) 
42. How many role playing games (from all 
publishers) do you own? 1 = 0-3;2 = 4-10;3 
= 11-15;4 =16-20;5 = over 20 

In questions 43 to 60, rate the following fanta- 
sy role playing systems or settings. 0 = have 
not played; | = have played, but don’t own; 2 
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= own, but don't use; 3 = own, but use main- 
ly as a source of ideas; 4 = play occasionally 
(less than once/month); 5 = prefer to other 
systems and play regularly (at least once/ 
month). 

43. Original D&D® game set (3 books, pub- 
lished 1974) 

44, D&D® game set (5 boxed sets, Basic- 
Immortals) 

45. AD&D® game hardbounds (APH, DMG, 
MM) 

46. Later AD&D® hardbounds (FF, MM HU, 
UA, DSG, WSG) 

47. AD&D® Oriental Adventures 


48. BATTLESYSTEM™ Fantasy Combat 
Supplement 


49. DRAGONLANCE® Fantasy Setting 

50. WORLD OF GREYHAWK™ Fantasy Set- 
ting 

51. DRAGONQUEST™ Game (SPI) 

52. Middle Earth game (1.C.E.) 

53. Fantasy Role Playing game (Palladium) 
54. Runequest game (The Avalon Hill Game 
Company) 

55. Bushido game (Fantasy Games Unlimited) 
56. Chivalry & Sorcery game (Fantasy Games 
Unlimited) 

57. G.U.R.PS. game (Steve Jackson Games) 
58. Fantasy Hero game (Hero Games) 

59. Pendragon game (Chaosium) 

60. Stormbringer game (Chaosium) 


B. YOU’VE GOT A SECRET? 


1, No question. 


2. Which of the following statements best 
describes your experience with the AD&D* 
game? | = started with the AD&D® game and 
have played it ever since; 2 = started with 
D&D® game and switched to AD&D*; 3 = 
started with another role-playing game and 
switched to the AD&D® game; 4 = played 
AD&D® game, switched to another, and 
switched back; 5 = played AD&D® game and 
switched to another 


3. How many times per month do you play? | 
= less than once a month; 2 = once a month; 
3 = twice a month; 4 © once a week; 5 = 
more than once a week 

4. How long is a typical session? 1 = less 
than 3 hours; 2 = 3-4 hours; 3 = 4-6 hours; 4 
= 6-10 hours; 5 = over 10 hours 

5. How many players attend an average 
AD&D® game session? 1 = 2-3; 2 = 4;3 = 5- 
6; 4 = 7-8;5 = 9+ 

6. Where do you play? 1 = At home; 2 = At 
a friend’s home; 3 = At school; 4 = Ata hob- 
by shop; 5 = other 


7. What adventure setting do you most enjoy: 
1 = dungeon/ruin; 2 = wilderness; 3 = town! 
city; 4 = extra-planar; 5 = other 


8. What do you like best in play: 1 = defeat- 
ing monsters, finding magic and advancing 
levels; 2 = working out puzzle areas and tacti- 
cal problems; 3 = roleplaying my character's 
interaction with those of the DM and other 
players; 4 = creating my character's personal 
history; 5 = creating memorable moments in 
play; 6 = investigating mysteries and figuring 
out where the plot is going; 7 = going on epic 
adventures that change the history of the cam- 
paign world; 8 = socializing with the other 
players; 9 = other (list below) 


9, What is your favorite race: | = human; 2 
= dwarf (hill); 3 = elf (high); 4 = halfling; 5 
= gnome; 6 ™ halfelf; 7 = half-orc; 8 = oth- 
er official race (list below); 9 ™ variant race 
(not in books) 


10. What is your favorite class: | = cleric; 2 = 
fighter; 3 = magic-user; 4 = thief; 5 = druid; 
6 = paladin; 7 = ranger; 8 = illusionist; 9 = 
other (list below) 


11. Which ability score generation system do 
you prefer: 1 = Method I (roll 446, drop low 
die); 2 = Method IT (3d6, 12 times); 3 = 
Method II (3d6, 6 times per ability; 4 = 
Method IV (3d6, 6 times for 12 characters); 5 
= any Unearthed Arcana method; 6 = roll 
3d6 once, in order; 7 = assign ability score 
points to the abilities with no dice rolling; 8 = 
other 


12. What is the level of the character you play 
the most (count dual/two-class as. +1 to high- 
est level, count triple class as +2); 1 = 1-3; 2 
= 4-6;3 = 7-10;4 = 11-15;5 = 16-2156 * 
22-30; 7 = over 30 


13. How many characters do you have in the 
campaign you play in most: 0 = don’t play ina 
regular campaign; | = one only; 2 = two or 
three; 3 = four to six; 4 = 7 to 10;5 = more 
than 10 


14. Do your characters usually run in more 
than one campaign: 1 = I play in one cam- 
paign only; 2 = I have different characters for 
each campaign; 3 = the DM allows my char- 
acters from other campaigns in on a case-by- 
case basis, changing power and equipment to 
match his campaign; 4 = the DM allows my 
characters from other campaigns in pretty 
much unchanged; 5 ™ several DMs each have 
a part of the same campaign world and charac- 
ters can move from area to area; 6 = several 
DMs run a shared universe and campaign 
shifting is common 

15. Do you have problems with the rules: | = 
no problems; 2 = my DM handles rule prob- 
lems; 3 = some, but nothing I couldn’t figure 
out; 4 = I throw out what I don’t understand 
and write my own rules; 5 ™ I don’t under- 
stand the rules at all 


16. What one rule gives you the most trouble. 
1 = encumbrance; 2 = spell memorization; 3 
= alignment; 4 = psionics; 5 = initiative; 6 
= evasion; 7 = morale; 8 = experience; 9 © 


other, list one below 


17. Do you play by the “official rules” or use 
variants? 1 * l only play the official rules; 2 = 
I play the official rules with only some 
DRAGON® Magazine variants; 3 = I play the 
official rules with some homemade (and/or 
DRAGON® Magazine) variants; 4 = I playa 
heavily revised version of the rules (over 30% 
different) 


18, How do you feel about variants: 1 = any- 
one using variant rules isn’t playing the 
AD&D® game; 2 = variant rules are usually 
too complex to use; 3 = variant rules are OK 
for campaigns, but standard rules are needed 
for tournaments; 4 = variant rules should be 
used often to keep the game fresh and exciting; 
5 = the whole idea of standard rules for the 
AD&D® game is wrong, everything is a variant 
19. How fregently do you consult the rules 
during play: rate from 1 (almost never) to 5 
(spend more time looking up rules than play- 
ing). 

In questions 20 to 30, please indicate how fre- 
gently you use the following AD&D® books on 
a scale from 1 (read once only) to 5 (constantly 
use), “0” means you don’t own the book, 

20. Players Handbook 

21. Dungeon Masters Guide 


22. Monster Manual 

23. Legends & Lore 

24. FIEND FOLIO® Tome 

25. Monster Manual If 

26. Unearthed Arcana 

27. Oriental Adventures 

28. Dungeoneer’s Survival Guide 
29. Wilderness Survival Guide 
30. Manual of the Planes 


IT’S A BOY! 


The exact shape, form, and numbers of books 
in the 2d Edition line is still under discussion. 
The questions below offer different choices for 
the various books, Select the answer that you 
like best from those given. “0” means no opin- 
ion, 


31, What is the best size for the 2d Ed. APH: | 
= 90-110 pp (less than current); 2 * 128 pp 
(current size); 3 = 150-160 pp; 4 = 180-200 
pp; 5 = 240-270 pp (DMG size); 6 ™ over 300 
PP 


32. What is the best size for the 2d Ed. DMG: 
1 = under 256 pages; 2 = 256 pages (current 
size); 3 = up to 300 pp; 4 = up to 400 pp; 5 = 
over 400 pp. 


Various formats are being considered for the 
revision, This is a brief summary of their 
strengths and weaknesses. 

* Hardbound. Good wear, unit expense higher 
than other options. Hardbounds are difficult 
for the DM to reorganize and update. 
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* Softbound. Cheaper than hardbound, but not 
ss durable. Also difficult for the DM to reor- 
ganize and update. 

* Looseleaf in 3-ring binder. Good for DM to 
organize and update. Reduces bulk needed for 
play, if only selected monsters are carried. 
Good visual play aids, as stats would be on one 
side and monster illustrations would be on the 
other. Crossreferencing pages would be diffi- 
cult if the DM reorganizes, binding is weaker 
than hardbound, TSR, Inc., could not make 
individual replacement pages available, Over- 
al! bulk is high (one monster per page). 

* File cards. Good choice for organizing and 
updeting material, easier to manipulate than 
full pages. Small size of individual cards makes 
for awkward storage; long monster descrip- 
tions are not possible, Individual cards could 
not be replaced by TSR, Inc. 

* Modules. Softbound. Lowest individual unit 
cost, probably organized into theme products. 


33. The revised Players Handbook should be: 1 
= hardcover; 2 = softcover; 3 ™ looseleafin a 
3-ting binder; 4 = standard paperback size; 5 
= a boxed set 


34. The revised Dungeon Masters Guide should 
be: | = hardcover; 2 = softcover; 3 = loose- 
leafin a ring binder; 4 = standard paperback 
size; 5 = a boxed set 


35. The revised Monster Manual should be: | 
= hardeover; 2 = softcover; 3 = looseleaf ina 
3-ring binder; 4 = file cards; 5 = modules 


One of the features and strengths of the 
AD&D® game is that it will always continue to 
grow and improve in the years to come. With 
this in mind, rate your opinion on the follow- 
ing options from 1 (no, highly dislike) to 5 (yes, 
absolutely for) for questions 36 through 43. 
“0” means no opinion. 

36. One huge superbook of 400 + pages, com- 
bining all rules for players and DMs 


37. Two core books, one for the player and the 
other for the DM, that show how to play the 
game and give all the rules that would be used 
in “official” tournament play 

38, Optional books, less expensive than the 


core, that expand each character class, provid- 
ing more detailed options and subclasses 


39. Occasional optional books, compiling and 
expanding mew character classes and races 
(from DRAGON® Magazine and other 
sources), to supplement the core system 


40. Optional books, less expensive than the 
core, that provide greater detail about a spe- 
cific environment. 


41, Optional module-sized packages that pro- 
vide detailed information about specific planes 
(i.e, Limbo, Gehenna) 

42, Optional module-sized packs, giving DM 
graphic aids (floorplans, geomorphic maps, 
fold-ups, etc.) 

43. Optional module-sized packages that give 
statistics and descriptions of related groups of 
monsters (i.e. Dragons, Giants) 


44, One core monster manual; additional hard 
or softbound manuals, cach organized as a 
world setting core (eg: Krynn, Kara-Tur, 
WORLD OF GREYHAWK”™ settings, etc.) 


45. A binder-style Monster Manual with the 
“classic” monsters and “design-your-own” 
forms included. Additional monsters would be 
available through modules, DUNGEON™ 
Adventures, DRAGON® Magazine, and spe- 
cial monster packs 


46. How many monsters should be considered 
“classic” for the core system (D&D® Basic! 
Expert has about 170; MM has about 370; and 
MM/MMII nearly 700). 1 = up to 199; 2 = 
200 to 299; 3 = 300-399); 4 = 400-499; 5 = 
500-599; 6 = 600-699; 7 = 700-799; 8 = 800- 
899;9 = 900+ 


47. Assuming that the monster listings were 
published in binder form, with a full color 
illustration back-to-back with the description 
(about 130 monster listings per 256 page col- 
lection—roughly three of these would equal 
the current MM), would you prefer this form 
to the current hardback format. 1 = definitely 
yes; 2 ™ probably yes; 3 = undecided; 4 = 
probably not; 5 = definitely not 

Would you pay $5 more for the following hard- 
bound books if they included illustrations in 
full color? 1 * yes; 2 = I would like to but 
cannot afford it; 3 = no 


48. Advanced Players Handbook 
49. Dungeon Masters Guide 
50. Monster Manual 


51. Legends & Lore 


In questions 51 to 59, rate the following writ- 
ing styles for the rules from | (absolutely hate) 
to 5 (strongly favor). 


52. Short rules using simple language and hav- 
ing a low level of abstraction (as D&D® Basic 
rules) 


53. Chatty NPC dialog interspersed with text 
(as MARVEL SUPER HEROES® game rules) 


54. Block paragraphs combining general 
guidelines and and specific rules, with few 
examples (as current APH). 


55. Block paragraphs with numerous exam- 
ples and diagrams (as Call of Crhulhu system) 


56. Block paragraphs with numerous histori- 
cal notes and design comments (as Pendragon 
system) 


57. Comprehensive numbered rules that fea- 
ture extensive cross-referencing (as in the 
DRAGONQUEST™ rules) 


58. Would you like to see more examples and 
diagrams in the rules: 1 = yes, even if it means 
cutting text; 2 = yes, but only if existing text 
is not sacrificed; 3 = no, existing examples 
and diagrams are sufficient; 4 = no, there are 
too many already, try to cut some 


59. Do you like the humorous cartoons in the 
APH and DMG. | = yes, add more; 2 = yes, 
try to keep the ones you have; 3 = yes, but cut 


them if you need space; 4 = I don’t care one 
way or the other; 5 = no, they’re stupid, cur 
them 


60. Do you want the rules oriented more 
toward standardizing rule applications (and 
less DM adjudication), or toward general 
guidelines that let you create your own 
options. | = standardize rule applications; 2 
= increase options available; 3 = balance 
both approaches 


C, IF YOU RAN THE ZOO... 
1, No question. 


2. What type of revision does the AD&D® 
game system need: 1 = no revision needed; 2 
= edit only, fix contradictions and organiza- 
tion; 3 = kill individual problem rules and 
replace with new material; 4 = expand the 
game with new systems; 5 = replace major 
existing systems (spell memorization, charac- 
ter classes) with different ones; 6 = simplify 
existing rules as much as you can to speed play 


3. Do you prefer using similar rules to sim- 
plify judging similar situations, or diverse sys- 
tems to add texture and detail to your judging: 
1 = use same systems; 2 = use different sys- 
tems; 3 = forget systems, give me enough 
guidelines to wing it 

4, Which rules section is most in need of revi- 
sion: | = character generation; 2 = combar; 3 
= spells; 4 = adventuring rules/advance- 
ment; 5 = the campaign milicu 


5. Which of the above is nexr most in need of 
revision 

6. Should more historical elements (culture 
guidelines, social hierarchies, weapons limited 
by period, etc.) be added: 1 = yes, add detailed 
historical rules to the system; 2 = yes, but add 
general rules only; 3 = yes, but concentrate on 
flavor instead of rules; 2 = no, it adds too 
much complexity; 5 * no, it detracts from the 
fantasy element; 6 * other (list below) 


Character generation: 


7. How long should it take to set up a charac- 
ter: 1 = 10 minutes or less; 2 ™ 11-20 min- 
utes; 3 = 21-45 minutes; 4 = 46-60 minutes; 
5 = longer than 60 minutes _ 


8. Should player character ability scores have 
maximums: 1 = yes, 18; 2 = yes, 20; 3 = yes, 
25; 4 = yes, 30; 5 = other (list); 6 = no 


9. Should human female scores be the same 
as male scores: | ™ yes, climinate all differ- 
ences; 2 = no, but give females offsetting 
advantages (plus to dexterity or constitution, 
for example}; 3 = no, leave as in the current 
rules 


10. Should human characters have advance- 
ment limits: 1 = yes, level 15; 2 = yes, level 
20; 3 = yes, level 25; 4 = yes, 30; 5 = yes, 
other (list below} 6 = no 

11. Should demi-humans have level limits: 1 
= keep APH limits; 2 = keep UA limits; 3 = 
modify limits upward; 4 = replace limits with 


other restrictions (hit dice, XP penalties, spell 
levels); 5 = remove limits altogether 


12. How should non-weapon proficiencies be 
handled: 1 = replace character classes with 
them; 2 = use them to define subclasses; 3 = 
use them to replace subclasses; 4 = give the 
DM the option to use them or not; 5 = make 
them optional, but put them in a special 
appendix for experienced players only; 6 = 
delay them to a special expansion book; 7 = 
kill them altogether 


13. What is the best way to present proficien- 
cies: 1 = any character can learn any profi- 
ciency; 2 = any character can learn any 
proficiency, but certain classes get special ben- 
efits; 3 = most proficiencies should be 
restricted to certain classes; 4 = most profi- 
ciencies should be restricted to certain social 
backgrounds 

14. How detailed should proficiency descrip- 
tions be: Rate 1-5, where | ™ general descrip- 
tion and base success chance (exact application 
left to DM judgement), and 5 = in-depth 
treatment with multiple sub-functions as per 
horsemanship in the DSG 


Spells: 
15. How much revision does the spell section 
need; 1 ™ not much, edit out the contradic- 
tions and kill problem spells; 2 ™ change spe- 
cific spell descriptions to enhance play 
(example, shorten chant casting time); 3 = 
extensive re-evaluation of spell power level, 
including the shifting of spells between level 
lists; 4 = radical change in the spell system 
needed (conversion to spell points, etc.) 
16. Would you like to see Schools of Magic 
within the given spell lists: 1 = no; 2 = don't 
care, as long as existing MU’s are legal; 3 = 
yes, but make it optional; 4 = yes, and use this 
to create MU specialists; 5 = yes, as in 4, and 
use this to replace the Illusionist subclass, too 
17. Should magical effects have an upper lim- 
it: 1 = yes, level 15; 2 = yes, level 20; 3 = 
yes, level 25; 4 = yes, other; 5 = no 
18. Should higher level spells have saving 
throw adjustments to offset better saving 
throws of high level characters: 1 = yes; 2 * 
yes, but if so, a roll of 20 should always save; 3 
= no 
Combat: 
19. How many rounds should a typical combat 
go: | = 1-2 rounds; 2 = 3-5 rounds; 3 = 6-8 
rounds; 4 = 9-12 rounds; 5 = 13-15 rounds; 6 
= over 15 rounds 
Rate the following combat rule ideas from | 
(hate) to 5 (support strongly): 
20. Add critical hits 
21. Add hit location 


22. Add special rules to make each weapon dif- 
ferent 


23. Drop some of the obscure pole arms 
24. Cut longsword damage vs. large opponents 


25. Convert surprise system to a d10 roll 


26. Convert initiative to a d10 roll 
Adventuring: 

27. How much should the experience point 
system be modified: 1 = not at all, it works; 2 
= it works, but needs to be explained better; 3 
= it’s too complicated; 4 = change it, too 
much emphasis on monster killing and trea- 
sure looting, but keep the complexity low; 5 * 
replace system with a detailed breakdown of 
experience points for actions by class (and pos- 
sibly alignment); 6 = other 

For questions 28 to 39, how much of the core 
books should be devoted to cach of the follow- 
ing adventure settings: | = no change; 2 = 
need just enough more information to let me 
wing it; 3 = develop in core rules, even if it 
means cutting something else; 4 = cut from 
core rules and develop elsewhere 


28. Acrial adventures 

29. Seaborne adventures 

30. Undersea adventures 

31. Siege rules 

32. Town rules 

33. Arctic setting 

34. Desert setting 

35. Jungle setting 

36. Ethereal plane 

37. Astral plane 

38. Inner planes 

39. Outer planes 

Campaign milicu: 

Questions 40 to 47 relate to the campaign 
milieu section; rate these questions from 1 (dis- 
agree stongly) to 5 (agree strongly). 


40. The value of money should be changed so 
copper is worth something 


41. The value of money should be converted to 
a decimal system to simplify math 


42. The gold standard should be changed to a 
silver standard 


43. The “boom town” economy should be 
changed to something that works for a stable 
kingdom 

44. More ideas on how to take money out of 
the campaign should be added to this section 


45. Rules for incorporating gunpowder should 
be added 


46. Rules for incorporating SF/high-tech 
should be added 


47. System crossover rules are needed for oth- 
er TSR rule sets (TOP SECRET® game, 
GAMMA WORLD® game and others) 


48. Any rule that gives an automatic adverse 
result should be revised to give at least a small 
chance of success. One that gives an automatic 
favorable result should be revised to give a 


small chance of failure. Rate from | (disagree 
strongly) to 5 (agree strongly) 


49.-59. No question 


60. Do you DM acampaign: 1 = I have never 
been a DM; 2 = I have never been a DM, but 
want to start my own campaign; 3 = I used to 
DM, but neither play nor DM regularly (at 
least once a month) 4 = I used to DM, bur 
now play regularly; 5 = I only DM regularly; 
6 = I both DM and play regularly 


D. FOR DM’S ONLY 


If you answered the previous question etn 
1”, or “2”, write a “0” for questions | to 30. 


1. No question, 


2. Which most closely represents your cxpe- 
rience as a DM: | = I started as a player, then 
became a DM; 2 = I watched the game being 
played, and became a DM when I got the 
books; 3 = I never saw the game played before 
I taught myself how to run it from the books 


3. What is your DMing style: 1 = a character 
should never die permanently as long as the 
player wants to keep playing it; 2 = what's 
going on in the campaign doesn’t make any dif- 
ference if the players are having fun; 3 = the 
characters are heroes and the world revolves 
around them; 4 = the players have a part to 
play in the campaign world and should be 
encouraged to do it; 5 = the world is a harsh 
place, but the characters can learn to survive if 
they learn how to cooperate and find NPC 
help; 6 = the characters are small fish in a big 
uncaring pond, and must grow strictly by their 
own efforts; 7 = ifthe characters can't survive 
the monsters and traps I throw at them, they 
don’t deserve to advance 


4. How do you spend most of the time you 
devote to the AD&D® game: 1 = running 
adventures for players; 2 = making up adven- 
tures; 3 = working on my campaign world; 4 
= making up new monsters and magic; 5 = 
making up new rule variants; 6 = other 


5. How do you use AD&D® game source 
material: 1 = use only official AD&D* game 
modules and accessories; 2 = use D&D* game 
materials; 3 = convert materials designed for 
other game systems; 4 ™ convert AD&D* 
game materials to another commercial system; 
5 = convert AD&D® game materials to own 
personal game; 6 = do not use AD&D® game 
source materials 


6. How do you use adventures by TSR, Inc. 
(0 = Ido not use these adventures): | = I read 
the adventures only to get ideas; 2 = I use bits 
and pieces of the adventure that I like; 3 = I 
use the entire adventure, but adjust it for my 
campaign; 4 = I play the adventure as is, with 
player characters from my own campaign; > = 
I play the adventure as is, with the pre-rolied 
characters 


7, Where is your campaign set? 0 = no par- 
ticular setting; ] = own campaign world; 2 = 
Oriental Adventures world; 3 = WORLD OF 
GREYHAWK™ Fantasy Setting; 4 = 





DRAGONLANCE® Fantasy Setting; 5 = 
FORGOTTEN REALMS™ Fantasy Setting; 
6 = the D&D® game world (including gazet- 
teers); 7 = other company’s campaign setting; 
5 = other 

8. Do you run more than one campaign set- 
ting. 1 = no; 2 = yes (list below) 

9. How many players are in your campaign: | 
= 1-232 = 3-453 = 5-654 = 7-955 = l0or 
more 


10. How many of these attend 50% or more of 
the gaming sessions: 1 = 1-2;2 = 3-4;3 = 5- 
6:4 = 7-9;5 = 10 or more 


11, Has the number of players and frequency 
of attendence been increasing or decreasing: 1 
= generally increasing; 2 = generally decreas- 
ing; 3 = about the same; 4 = don’t know 


12, Do you allow players to run more than one 
character at a time in the same adventure: 1 = 
no; 2 = sometimes, but only if the party is 
understrength; 3 = usually, yes, as many as I 
think I can handle 


13. What is your average party size: 1 = 3 or 
less; 2 = 4-5;3 = 6-834 = 9-12;5 = over 12 


14, What is the starting level for new charac- 
ters in your campaign; | © cveryone starts at 
level 1; 2 © below the party average level; 3 = 
about even with party average level; 4 = varia- 
ble, but controlled by the DM; 5 = other 


15. How long, on the average, does it take to 
gain an experience level in your campaign: | 
= more than one level per session; 2 = one 
level per session; 3 = one level every 2-3 ses- 
sions; 4 = one level every 4-6 sessions; 5 = 
less than one level per six sessions 


16. How long does it take to reach level 9 in 
your campaign: | ™ less than a month; 2 = 1- 
3months; 3 ™ 4-6 months; 4 = 7-9 months; 5 
= 10-12 months; 6 = a year to 18 months; 7 
= 18 months to two years; 8 = over two years; 
9 = don’t know, nobody has made it yet 


17, How deadly is your campaign (counting 
PCs requiring raises or similar, or killed and 
not recovered): 1 = no one dies; 2 = deaths 
sidom occur; 3 = deaths are fairly regular; 4 
= one or more characters usually die in each 
session; 5 = heavy losses (50% +) are frequent 


18. What usually happens when a character is 
killed: 1 = the player sits around and does 
nothing; 2 = the player rolls up a new charac- 
ter; 3 ™ the player is given an NPC to run; 4 
= the player gets to bring in another of his 
characters; 5 = other 


19, How do you use random tables: | = I play 
it as I roll it; 2 = I roll and occasionally ignore 
results that don’t fit; 3 = I roll and often 
ignore results; 4 ™ I read the table for inspira- 
tion, then pick the result I want; 5 = I don’t 
use the tables at all 


20. How do you handle magical identification: 
| = I make the players experiment with every- 
thing; 2 = I run the identify spell by PC or 
NPC as written; 3 ™ I let the PCs pay an NPC 
to tell them what items are; 4 = I tell the play- 


ers as DM what the items are; 5 ™ other 


21. Do you give bonus experience points for 
other than monsters and treasure: 1 = no, nev- 
er; 2 = sometimes, but not more than a few 
hundred points; 3 = I give substantial bonus 
XP (up to 30% of XP given out); 4 = between 
30 and 50% of the XP I give out is bonus; 5 = 
I use my own experience system; 6 © I don't 
use any experience system 
For questions 22 to 28, bonus XP should be 
given for which of the following: | = yes; 2 = 
no. 
22. Solving puzzles or special situations cre- 
ated by the DM 
23. Using standard class abilities 
24. Brilliant, original ideas 
25. Consistent role playing 
26. Entertaining the DM 
27. Using proficiencies 
28. Acquiring magical items 
29. What is the best way to challenge powerful 
characters: 1 = make up new and more power- 
ful monsters; 2 = make up more difficult traps 
and puzzles; 3 = get players involved in socie- 
ty (or politics) and deemphasize combat; 4 = 
retire characters that advance beyond a certain 
level; 5 = adapt rules for high level play from 
the D&D® game system; 6 = other (list) 
30. Have you ever designed or played with a 
spell point system: 1 = no; 2 = no, but am 
working on onc; 3 = yes, but it didn’t work; 4 
™ yes, and it worked all right; 5 = yes, and it 
works better than the current AD&D® game 
system 
31. How do you run inititiative: 1 = roll d6 
for each side, high total goes first; 2 ™ same, 
burt adjust for dexterity/reaction; 2 ™ same, 
but break ties with speed factors, casting times, 
and weapon length; 3 = as #2, but always 
adjust for speed factor, casting time and weap- 
on length; 5 = use a d10 for initiative and 
assume roll is segment of action; 6 = use a 
dexterity countdown system; 7 = other 


THE LAST HURRAH 


The rest of the questions are completely 
optional. They evaluate many rules in the 
game system, Rate each answer as follows: 0 = 
do not own the book or do not care; 1 = keep 
as is; 2 = revise to simplify or better explain; 3 
= keep the idea, but rewrite rules heavily; 4 = 
shift to a later book; § = kill from revised sys- 
tem 


From the APH: 

32. Half-elf race 

33. Half-ore race 

34. Druid class 

35. Ranger (APH) class 
36. Paladin (APH) class 
37. Illusionist class 


38. Bard class 

39. Multiclass characters 

40, Dual class characters 

41. Alignment languages 

42. Alignment system 

43. Weapon vs. armor class table 


44. Weapon speed factors/casting times 
45. Weapon space required 

46. Spell components 

47. Familiars (cf. first level magic-user spell) 
48. Infravision 

49. Ultravision 

50. Falling damage (APH) 

51. Psionics 

From the DMG: 

52. Secondary skills 

53. Aging 

54. Discase/parasites 

55. Insanity 

56. Sages 

57. Spying 

58. PC expenses 

59. Loyalty/morale checks 

60. Evasion/pursuit 


E. YOU CAN MAKE IT 

1. No question. 
2. Effects of alchohol and drugs 
3. Training (Gaining experience levels) 
4. Magical research/fabrication 
5. Random dungeon generation 
6. Random wilderness generation 
7. Gambling 

From the UA book: 
8. Comeliness 
9. Mtn. dwarf PC 

10. Gray dwarf PC 

11, Deep gnome PC 

12. Dark elf PC 

13. Gray elf PC 

14. Valley elf PC 

15. Wood elf PC 

16. Cavalier class 

17. Barbarian class 

18. Paladin (cavalier subclass) 

19. Druid (level 15 +) 

20, Melee weapon specialization 


21. Bow specialization 

22, Ranger expansion 

23. Thief armor table 

24. Cantrips 

25. UA new armor types 
26. Spelibooks 

27. Social class and rank 
28. Weaponless combat I 
29. Weaponless combat Il 
30. UA nonlethal combat 
From the DSG book: 

31. Ability checks 

32. Swimming checks 

33. Climbing rules 

34, Falling damage (DSG) 
35. Fatigue/exhaustion 

36. Fighting in water 

37. Mounted combat 

38. New equipment 

From the WSG book: 
39. Encumbrance/movement for animals 
40. Vehicle movement 

41. Waterborne vehicle table 
42. Capsizing 

43. Flying mounts 

44. Vision and visibility 
45. Fatigue and exhaustion 


UNLEASH THE POWER OF YOUR IMAGINATION * 
AT THE WORLD’S LARGEST GAME CONVENTION 





in Search of Adventure? 





46. How do you feel about the standardization 
of combat bonuses and penalties to affect “to 
hit” rolls, damage rolls and saving throws 
introduced in DSG: 0 = I don’t have the book; 
1 = Itadds alot to the game; 2 = It simplifies 
the game; 3 = It doesn't affected play; 4 = It 
restricts my ability to fine-tune encounters; 5 
= It destroys game balance 


Rate the following combat situations for how 
long it should take to play it out: ] = under 5 
minutes; 2 = 6-10 minutes; 3 = 11-20 min- 
utes; 4 = 21-30 minutes; 5 = 31-45 minutes; 
6 = 46-60 minutes; 7 = over 60 minutes 


47. Melee combat between five 2d level fight- 
ers and eight orcs (melee only) 


48. Same as above, except two fighters and 
four ores have bows (adds missiles) 


49. Combat is between a 2d level party (two 
fighters, cleric, thief, mage without sleep spell) 
and seven orcs (four with bows) and a shaman/ 
witch doctor, two levels in each 


HELLO DR. RORSCHACH 


For each of the following statements, rate your 
feelings on a scale of | (absolutely disagree) to 
5 (abolutely agree), “0” means no opinion or 
that the statement does not apply. 


50. Character classes are too restrictive and 
contrived, They should be replaced with profi- 
ciencies that allow you to choose the abilities 
you want your character to have. 


51. I hardly ever look at the rules while I'm run- 
ning a game. I make things up according to what 
I think is right instead of following the rules. 

52. Characters should be generated by rolling 
3 dice with no re-rolls, Any other method cre- 


ates super characters. 


53. There should be character classes for every 
profession, PC and NPC, since this is the only 
way to measure character abilities. 


54. The AD&D® game books should be writ- 
ten for experienced gamers only. Beginners 
can learn with the D&D® game. 


55. The combat system needs a lot more detail: 
critical hits, exact hit location, shock, knock- 
down, and more special rules to make cach 
weapon different. 


56. People who enjoy playing a Monty Hall cam- 
paign or have characters of 50+ levels don't 
understand what the AD&D® game is all about. 


57. The AD&D® game is too confusing. There 
are too many different tables and systems. 
They should all be resolved by a single table to 
resolve everything. 


58, Player characters need better reasons to do 
things than just killing monsters and getting 
treasure. 


59. Alignments are stupid and without 
redeeming features, They should be removed 
from the game. 


60. Too many people forget that the idea of 
playing the AD&D® game is to have fun. They 
become too involved in their characters and 
the rules. 


THE END 
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August 20-23, 1987 


Thursday through Sunday at MECCA, 
the Milwaukee Exposition and 
Convention Center and Arena 


Take part In the fun, fantasy, and festivities of the world’s 
oldest, largest, and best-attended gathering of game players. 
Play adventure games, role-playing games, miniatures 
games, board games, and the famous AD&D* Open 
Tournament. Shop among the more than 1 50 Exhibit Booths. 
Enjoy the excitement of the Fantasy Art Fair, the Miniatures 
Figure Judging, plus dozens of game workshops, 
demonstrations, and seminars, all under one roof, in one 
comfortable air-conditioned buliding in the heart of 
beautiful downtown Milwaukee. 


For more details call or write the GEN CON" Convention 
staff at (414) 248-3625 or TSR, Inc., 
POB 756, Lake Geneva, WI 53147. 


* indicates registered trademarks owned by TSR, Inc 
GEN CON ard the GEN CON logo are registered service marks 
owned by TSR. Inc. ©1987 TSR. Inc. All Rights Reserved 
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